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DETAILED ACTION 

Claim Rejections - 35 USC § 103 

1. The following is a quotation of 35 U.S.C. 103(a) which forms the basis for all 
obviousness rejections set forth in this Office action: 

(a) A patent may not be obtained though the invention is not identically disclosed or describe as set forth in 
section 102 of this title, if the differences between the subject matter sought to be patented and the prior art are 
such that the subject matter as a whole would have been obvious at the time the invention was made to a person 
having ordinary skill in the art to which said subject matter pertains. Patentability shall not be negatived by the 
manner in which the invention was made. 

2, Claim 1, 13-15, 19, 21, 22, 25, 26, 28-32, 34, 36, 39-48, 50-54, 56-59 & 63-72 are 
rejected under 35 U.S.C. 103(a) as being unpatentable over Yokoyama et al. (US Patent Number 
6,484,942) in view of Bronstein (US Patent Number 4,386,773) & Eskildsen (US Patent Number 
5,962,839), 

Claims 1, 13, 25, 28, 31, 32, 44, 47, 48, 54, 63, 65, 67: Yokoyama teaches a game 
system having a plurality of cards. (Disks, 10a & 10b) The cards visually portray a 
figure (Fig la) and include recorded data (Fig lb) for use in a card game. (Abstract) 
There is a game information storage medium (46, 47) storing a game program relating to 
game card figures. There is a processing system (Fig 6) for receiving therein the game 
information storage medium. The game machine executes an image display game 
program that is stored in the memory section. (Col 7, 57-65) The cards store, for each 
character depicted, identification data and characteristic data relating to a characteristic of 
an associated character and for causing a change to a graphics image involving a 
displayed associated character dependent on the progress of the image-displaying game. 
(Figs 8-14) The card contains data concerning the strength of the character and any skills 
or defenses. The data is read by the processor and used to determine success and failure 
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of attempted attacks and defenses. The display (Fig 5a-b) lights up in an appropriate 
manner depending on the outcome. This changes the graphics image involving a 
displayed associated character dependent on the progress of the image-displaying game. 
The game system has a game piece reader (23 a & b) for reading the identification and 
characteristic data from the card. The processing system processes the supplied 
identification and characteristic data from one or more game cards (a first and second 
card) in accordance with the game program stored in a second game program memory 
section. (Figs 7a- 14) It is necessary to read the game cards in order to play the game. 

The game information storage medium does not appear to be readily removable 
from the processing system. Having a removable game information storage medium is 
extremely well known to the art. This allows the game machine to be used for different 
games. Bronstein teaches a removable game information storage medium (i.e., data 
cartridge). It would have been obvious to one of ordinary skill in the art at the time of the 
invention to have modified Yokoyama in view of Bronstein to include a removable game 
information storage medium in order to allow the game machine to be used for different 
games. 

While the processing system may be said to process the characteristic data to 
apply a change to the original content of the game program stored in the game 
information storage medium - the processing system updates the variables based on the 
information read from the cards ~ Examiner believes that the claim is directed toward 
changing program steps. This is not taught by Yokoyama. 
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Eskildsen teaches a game device that reads a barcode to change the steps taken by 
the program. (Abstract) Each of the barcodes (corresponding to a single card) represents 
a program instruction that is executed by the game machine. This allows the user to 
interactively program the device, thus increasing the flexibility of the game. It would 
have been obvious to one of ordinary skill in the art at the time of the invention to have 
the processing system process the characteristic data to apply a change to the original 
content of the game program stored in the game information storage medium in order to 
allow the player to interactively program the device, thus increasing the flexibility of the 
game. 

Claims 8, 14, 19, 34, 50, 56: Yokoyama teaches providing appropriate sound data via 
barcodes and generating sounds based on this data. (Fig 25) 

Claims 10, 22, 36, 51, 64, 66: Yokoyama teaches a card reader (23a & b) is an optical 
reader for optically reading the identification and characteristic data corresponding to the 
character visually depicted on the card. Yokoyama teaches a game card that records the 
identification and characteristic data may be in the form of a two-dimensional array of 
dots. (Fig 30) 

Claim 15: Yokoyama teaches that the characteristic data includes ability data related to 
the character and the processing system generates a display state of the character in the 
game based on the ability data read by the external information reading circuit. (Col 6, 
39 -Col 7, 10) 
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Claim 21: Yokoyama teaches an identification code (barcode) on the card. (Abstract) 
This card identifies the visually portrayed character. The data stored on the card is, in 
and of itself, "data for determining the amount of data recorded". 
Claims 26, 41, 43, 52 & 68: Yokoyama teaches a groove (22 a & b) for receiving at 
least a portion of the card and reading the card. Yokoyama does not, however, teach 
putting the groove and card reader on a removable memory cartridge. Bronstein teaches 
a memory cartridge for containing game program information. These are typically used 
in home video game systems to store programs and provide specialized circuitry required 
for the game. Home video games are extremely popular. It would have been obvious to 
one of ordinary skill in the art at the time of the invention to have mounted the card 
reader on the removable cartridge in order to implement Yokoyama' s disclosure on a 
home video game system, thus taking advantage of the tremendous popularity of these 
systems. As Bronstein clearly illustrates (Figs 2 & 3), these cartridges contain a 
semiconductor memory for storing programs and a case accommodating the memory. 
Claims 29, 45: Yokoyama and Eskildsen teach the invention substantially as claimed but 
do not specifically teach a game cartridge including processing circuits. Game cartridges 
are extremely well known in the art. Bronstein provides but one example. Game 
cartridges are used to prevent software piracy. It would have been obvious to one of 
ordinary skill in the art at the time of the invention to have used a game cartridge in order 
to prevent software piracy. 

Claims 30, 46, 53: Yokoyama, Fig 2a shows a hand-held device including a display (28a 
&b). 
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Claim 39: Yokoyama and Eskildsen teach the invention substantially as claimed. 
Yokoyama teaches program memory (46, 47) for storing a game program involving 
cards. (Abstract) Yokoyama teaches a data reader (23a & b) for reading data from at 
least one card and processing circuits for processing data read from the card. There is a 
connector connecting the card reader to the game machine having a processing system for 
executing a game program. (Fig 6) But Yokoyama does not teach a removable memory. 
Game cartridges are extremely well known in the art. Bronstein provides but one 
example. Game cartridges are used to prevent software piracy. It would have been 
obvious to one of ordinary skill in the art at the time of the invention to have used a game 
cartridge in order to prevent software piracy. 
Claim 40: Bronstein teaches a cartridge with RAM (32). 

Claim 42: Yokoyama teaches a game machine that executes an image display game 
program that is stored in one memory section. The cards store, for each character 
depicted, identification data and characteristic data relating to a characteristic of an 
associated character. The game system has a game piece reader (23 a & b) for reading the 
identification and characteristic data from the card. The processing system processes the 
supplied identification and characteristic data in accordance with the game program 
stored in a second game program memory section. (Figs 12-15) 
Claim 57: Yokoyama teaches a game system having a plurality of cards. (Abstract) 
The cards visually portray a figure and include recorded data for use in a card game. 
There is a game information storage medium (46, 47) storing a game program relating to 
game card figures. There is a processing system for removably receiving therein the 
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game information storage medium. (Fig 3) The game machine executes an image 
display game program that is stored in one memory section. The cards store, for each 
character depicted, identification data and characteristic data relating to a characteristic of 
an associated character. (Figs 12-15) The game system has a game piece reader (23 a & 
b) for reading the identification and characteristic data from the card. The processing 
system processes the supplied identification and characteristic data from one or more 
game cards in accordance with the game program stored in a second game program 
memory section. (Figs 12-15) The processing system, when not suppHed with the 
identification data and characteristic data by the card reader (23 a & b) executes a process 
on the basis of only the game program stored in memory - one-player mode. While the 
processing system may be said to process the characteristic data to apply a change to the 
original content of the game program stored in the game information storage medium - 
the processing system updates the variables based on the information read from the cards 
~ Examiner believes that the claim is directed toward changing program steps. This is 
not taught by Yokoyama. 

Eskildsen teaches a game device that reads a barcode to change the steps taken by 
the program. (Abstract) This allows the user to interactively program the device, thus 
increasing the flexibility of the game. It would have been obvious to one of ordinary skill 
in the art at the time of the invention to have the processing system process the 
characteristic data to apply a change to the original content of the game program stored in 
the game information storage medium in order to allow the player to interactively 
program the device, thus increasing the flexibility of the game. 
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Yokoyama also fails to teach putting the game program in a removable storage 
medium. Bronstein teaches a memory cartridge for containing game program 
information. These are typically used in home video game systems to store programs and 
provide specialized circuitry required for the game. Home video games are extremely 
popular. It would have been obvious to one of ordinary skill in the art at the time of the 
invention to have mounted the card reader on the removable cartridge in order to 
implement Yokoyama' s disclosure on a home video game system, thus taking advantage 
of the tremendous popularity of these systems. As Bronstein clearly illustrates (Figs 2 & 
3), these cartridges contain a semiconductor memory for storing programs and a case 
accommodating the memory. 

Claims 58 & 59: Claims 58 & 59 contain the Umitations of claim 57 (which see) plus a 
limitation that state that the first storage section contains a program that checks the card 
reader to see if data is available and writes the data to the second memory area. 
Yokoyama teaches this. (Figs 12-15) 

Claim 69, 72: Yokoyama teaches determining whether a sufficient number of cards have 
been read to execute the game. (I.e., in one player or two player modes.) In order to 
make this determination, the game must base the execution of the game on total amount 
data. This data is derived fi-om information read from the cards - i.e., the number and 
type of cards read. 

Claims 70, 71: Eskildsen teaches that the barcodes may be read in any order desired by 
the player. Thus the order may be rearranged. 
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3. Claims 1 1, 12, 16, 23, 24, 37 & 38 are rejected under 35 U.S.C. 103(a) as being 
unpatentable over Yokoyama, Bronstein & Eskildsen as applied to claim 1 or 28 above, and 
further in view of Hara (US Patent Number 5,212,368). Note: Claim 16 contains the limitations 
of claim 1 with the additional limitations discussed below.. 

Claims 11, 12, 16, 23, 24, 37 & 38: Yokoyama, Bronstein & Eskildsen teach the 
invention substantially as claimed, but do not teach a magnetic card, Hara teaches that 
the card data may be recorded on non- volatile memory (i.e., a magnetic medium) and 
read therefrom via a magnetic reader. (Col 8, 8-1 1) In this embodiment, the 
characteristic data includes ability data recognizably printed on the game card and hidden 
data not visibly printed on the game card. The picture with identifying information is 
recognizably printed on the game card while the data stored on the magnetic medium is 
not visibly printed. It is well known that magnetic cards and barcodes are equivalent. It 
would have been obvious to one of ordinary skill in the art at the time of the invention to 
have modified Yokoyama, Bronstein and Eskildsen in view of Hara to make use of a 
magnetic card in order to achieve an equivalent function with an equivalent structure. 

4. Claim 7, 9, 18, 27, 33, 35, 49, 55 & 60 are rejected under 35 U.S.C. 103(a) as being 
unpatentable over Yokoyama, Bronstein & Eskildsen as applied to claim 1,16, 25, 28, 44 or 54 
above, and further in view of Garfield (US Patent Number 5,662,332). 

Claims 7, 33, 49, 55: Yokoyama, Bronstein and Eskildsen teach a game machine using 
cards to play a game associated with a game program. Yokoyama teaches that the game 
cards are pogs. Pogs are collecting cards, but Yokoyama does not expUcitly teach a 
trading card game with characters of differing rarity values. Garfield teaches a trading 
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card game including a figure of a character differing in rarity value. (Col 7, 56-58) 
Garfield teaches having cards of differing rarity values increases the value of the game 
components (rare cards) and encourages players to trade and collect game cards. (Col 7, 
12-20) It v^ould have been obvious to one of ordinary skill in the art at the time of the 
invention to have modified Yokoyama's card game by including trading cards of 
differing in rarity value as suggested by Garfield in order to increase the value of the 
game components (rare cards) and encourages players to trade and collect game cards. 
Claims 9, 35: Garfield teaches including text on the card explaining an individual 
feature of the character. (Fig IB) Garfield teaches a computer version of the game in 
which the text is displayed on the screen. 

Claims 18, 60: Yokoyama teaches storing data on the card that affects the game but does 
not teach storing additional data that includes a mini-game program that may be added to 
the game based on the game program stored in the game information medium. Garfield 
teaches storing additional data including mini-game data for playing a game based on the 
game programs stored in the game information storage medium (i.e., duels between 
wizards (Col 7, 43-45), monster attacks (Col 4, 21-26), etc.). These mini-games add 
interest to the game. It would have been obvious to one of ordinary skill in the art at the 
time of the invention to have included mini-game information for playing a game based 
on the game programs stored in the game information storage medium in order to add 
interest to the game. 

Eskildsen teaches a game device that a player can reprogram using barcodes. 
This is equivalent to adding a mini-game program to the game based on the game 
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program stored in the game information medium. Use of barcodes to enter program 
information would automate the process of playing the mini-games described in Garfield. 
It would have been obvious to one of ordinary skill in the art to stored additional data on 
the card that includes a mini-game program that may be added to the game based on the 
game program stored in the game information medium in order to automate the process 
of playing the mini-games described in Garfield. 

Claim 27: Yokoyama teaches cards that store a plurality of kinds of characteristic data 
(i.e., power, offensive 8c defensive data) on an identification-code -by- identification- 
code basis - i.e., each is recorded on a barcode. Yokoyama has a computer (Fig 6) with 
semiconductor solid-state memory for storing characteristic data. The computer is in a 
case (Fig 2) and is integrally formed with the card reader. 
5. Claim 20 is rejected under 35 U.S.C. 103(a) as being unpatentable over Yokoyama, 
Bronstein & Eskildsen as applied to claim 16 above, and further in view of Garfield. 

Claim 20: Yokoyama, Bronstein and Eskildsen teach the invention substantially as 
claimed. Yokoyama teaches providing appropriate sound data stored on the card. (Fig 
15) Yokoyama, Bronstein & Eskildsen do not specifically teach text data explaining a 
feature of the character, Garfield teaches text data (16) explaining a feature of a 
character. Providing text data explaining a feature of a character makes the game easier 
to play. It would have been obvious to one of ordinary skill in the art at the time of the 
invention to have provided text data explaining a feature of a character in order to make 
the game easier to play. 
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6. Claims 61 & 62 rejected under 35 U.S.C. 103(a) as being unpatentable over Hara in view 
of Yamada (US Patent Number 6,398,651), 

Claim 61: As discussed in detail above, Yokoyama teaches the invention substantially as 
claimed, but does not teach the game card being machine-readably recorded with image 
data for displaying the image of a character on the display screen. It is well within the 
capability of Hara to store such data. Yamada teaches storing such information on cards 
and displaying the image data read from the card on the screen. This adds to the visual 
interest of the card game. It would have been obvious to one of ordinary skill in the art at 
the time of the invention to have machine-readably stored image information on cards 
and displaying the image data read from the card on the screen in order to add to the 
visual interest of the card game. 

Claim 62: Yokoyama teaches a game card that records the identification and 
characteristic data as an array of dots distributed within blocks. (Figs 27a-30) 

Response to Arguments 

7. Applicant's arguments with respect to claims 1& 7-72 have been considered but are moot 
in view of the new ground(s) of rejection. 

Conclusion 

8. The prior art made of record and not relied upon is considered pertinent to applicant's 
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If attempts to reach the examiner by telephone are unsuccessful, the examiner's 
supervisor, Tom Hughes can be reached on (703) 308-1806. The fax phone number for the 
organization where this application or proceeding is assigned is 703-872-9306. 
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